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| his official seal is your assurance that 


Nintendo has reviewed this product and 
that it has met our standards for excellence 
in workmanship, reliability and entertain- 
ment value. Always look for this seal when 
buying games and accessories to 

ensure complete compatibility 


with your Nintendo product. 


All Nintendo products are licensed by sale for use only with other 
authorized products bearing the Official Nintendo Seal of Quality" 
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Thank you for purchasing the Kirby's Adventure™* game pak for your Nintendo Entertainment 
System®, 


Please read this instruction booklet carefully and follow the correct operating procedures. 
Keep this Instruction booklet and warranty in a safe place for future reference, 


CONTENTS 


A CRISIS IN DREAM LAND! : 

GETTING STARTED ``: 
INSTRUCTION SCREEN + 3 

HOW TO MAKE MCI. MON 

BONUS GAMES : ds 

HOW TO CONTINUE AND SAVE GAMES « 
POWER PACKED ITEMS! 











А WHOLE NEW WORLD! : 


1) This is a high precision Game Pak. It should not be stored in places that are very hot or 
cold. Never hit it or drop it. Do not take it apart. 

2) Avoid touching the connectors. Do not get them wet or dirty. Doing so may damage the 
Game Pak and/or the Control Deck. 

3) Do not clean with benzene, paint thinner, alcohol or other suc h solvents. 

4) Store the Game Pak in its protective sleeve when not in use. 

5) Always check the Game Pak edge connector for foreign material before inserting the Gam 
Pak into the Control Deck. 


Note: In the interest of product improvement, Nintendo Entertainment System specification 
and design are subject to change without notice. 
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Drop Enemy's Ability 


Fly 
Enter Doors 





Walk 
Aun (press twice) 





Squat 
Swallow 


Slide (+A Button or +B Button) Pause- Interrupts Game 


(For details, please read the 
instruchons in ihis user's manual.) 





Correctly insert the cartridge into the Nintendo 
Entertainment System. Turn the power of the 
NES “ON” to hear the start-up music and see 
the title screen. (If you do nothing on the title 
screen, the game will go into an automatic 
demonstration of game play.) 

Press the START Button at the title screen to 
make the game begin. (If you press the START 


Button during the startup melody or during the 
demo, the screen will immediately change to 
the title screen.) 


At the beginning of the game, the map shown 
lo the right will appear on the screen. This map 
shows how Kirby has progressed through the 
Levels of the game. Doors on this map lead to 
the action! 





There are seven Levels to Kirby's 


Adventure, and each has its own in ~ 
map screen. Each map screen has > | I { 
only one door visible at first. This ASNO El 
door leads to an action sequence, E > MN 
or “stage” Press the Up Arrow on 
the == Control Pad to enter the 
stage. 

When you have cleared a stage, 
the map will unfold and additional 
doors to other stages or bonus 
games will be revealed. Each 
Level has several stages, and at 
the end of the final stage you will 
find one of King Dedede's friends, 
who has a piece of the Star Rod. 
If you defeat Dedede's pal, you 
can get the Star Rod piece and 
advance to the next Level. 
Remember, you must gather all : Stage(2) | 1 

seven pleces of the Star Rod to Stage (1) Stage(3) S age where thi 
restore the Dream Spring. A 


Bonus Game(Game C) 
Warp Star Station 


сіх 


You can try your luck аі stages 
you have already cleared as many 
times as you like. 





If you press the START Button while you are on 
a game play screen, the game will pause and 
you will see an explanation of the special ability 
currently owned by Kirby. If you press the 
START Button again, you will return to the game. 
If you are in a stage you have already cleared, 
you must select either 

CONTINUE or EXIT 

STAGE. If you select 

CONTINUE, you will 

return to the game 





play screen where you 
left off. If you select 
EXIT STAGE, you will 
return to the Level map 
screen. 








Kirby can move in a variety of ways! At first you may be 
bewildered by the great variety of things Kirby can do. 
However. as you get used to Kirby's many tricks, you'll be 
surprised at how easy it is to make Kirby move. Let's learn 
about his moves and retum peace to Dream Land as soon 
as possible! 


If you press the Left and Right arrows on the 
Control Pad when Kirby Is on land, you can make 
him walk normally. Quickly press the Left or Right 
arrow on the = Control Pad twice, and hold the 
arrow button, and Kirby will run in the direction that 
you are pressing. (If you take your finger off the 
Control Pad, Kirby will stop.) 
If you press the © Control Pad in the direction 
opposite Kirby's movement, he will skid to a halt. 





Press the Down arrow on the > Control Pad to make 
Kirby squat. He can avoid some enemy attacks this 
way 








Press the A Button to make Kirby jump. 
К you press the A Button while Kirby is 
walking, he will jump a long way. 

If Kirby is running, he can jump even 
farther. 


Press the A or B Button while Kirby is 
squatting to make him slide and knock — : 
out the enemy. Cor Button 


A or B Button 

If you press the Up or Down arrows of the 
+ Control Pad at stairs or places with 
ladders, Kirby can go up or down them. 
Also, if you press the Up arrow on the 

3» Control Pad when Kirby is standing in 
front of a door, he will enter the door. 











Press the Up arrow on the => Control Pad when 
Kirby is in “Normal” form and he will puff up 
and float into the sky. Pressing the A Button 
while Kirby is puffed up will cause him to flap 
his arms and fly to the top of the screen. 


If you press the B Button while Kirby is puffed 
up, he will shoot an air pellet. He can attack 
some enemies with these air pellets. Shooting 
an air pellet causes Kirby to exhale, and he 
will fall from the sky. However, if you press 
Up on the + Control Pad, Kirby will take 
another gulp of air and start fiying again. 

* Air Pellets won't hurt some enemies! 





Press the B Button when Kirby is near 
an enemy or a block and he will inhale 
the object in one gulp! 

*Some enemies cannot be eaten! 





If you press the B Button again when 
Kirby has an enemy or block in his 
mouth, Kirby will puff out the object 
in the form of a star. This star can 
knock out an enemy or break down 
another block. 

If Kirby has inhaled two or more 


enemies, he will exhale multiple 
stars. 


If you press the Down arrow of the 


=» Control Pad when Kirby has 


inhaled an enemy or block, he will 
swallow whatever is in his mouth. 

If Kirby swallows an enemy that has 
a special ability, Kirby will steal that 
enemy's ability. See page 19 for 
more details. 





Win the Water 
Swim Water Gun 


Though Kirby cannot Kirby cannot innale or 
squat, float or fly in exhale enemies while 
water, you can make underwater. However 
him swim by pressing you can make nim 
the A Button puff a waterspout tc 
attack enemies by 


pressing the B Button 





There are more than 20 enemies that have special abilities! If Kirby 
swallows these enemies, he can steal their special ability. By pressing the 
B Button, Kirby can use the special ability of the enemy he swallowed. 

For example, if Kirby inhales an enemy and presses Down on the 

ir Control Pad... 


„and copy the 
enemy's power! 


® 
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The displays at the bottom of the screen are as follows: 


Kirby’s Vitality: At the start of the game 

Kirby has six vitality bars. When an enemy 

hits him, these bars will disappear one by 

one. When all of the bars are gone, the Ability Limit: If Kirby takes a special 
number of lives Kirby has left will ability that has a limited number of uses, 
decrease by one, a number will be shown here. 


Your Current 
Score 


Special Ability Status: When Kirby is in a Remaining Lives: This number tells how 
normal form, NORMAL is displayed here. many lives Kirby has remaining. When 
If he can use a special ability, the ability this number is zero, it's the end of Kirby 
is displayed here. and the end of the game. 





Dedede's friends are the “boss characters” of this 
game. Their strength meter is shown instead of 
your score when you fight against them. 


Each time you clear a stage, the screen shown on 


the right will appear. Time your jump off the 
platform (press the A Button) to make Kirby jump 
as high as possible. 

If you time your jump perfectly, you can make Kirby 
jump to the highest cloud where you will be 
rewarded with an extra life (1-Up). 









BONUS GAMES 
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ICK DRAW KIRBY 











The object of this game is to skillfully 
eat the eggs that King Dedede tosses 
at Kirby! If Kirby eats a bomb, however, 
that’s the end of Kirby and of the bonus 
game! To open Kirby's mouth, press the 
A Button. To close Kirby's mouth, 
release the A Button. The number of 
extra lives awarded will depend on how 
many eggs Kirby eats. 


This is a stuffed toy catching game that 
everyone is familiar with. You simply 
use the crane to pick up a Kirby doll. 
The crane will move sideways as you 
press the A Button and will stop 
automatically when you release the A 
Button. The crane will then move down 
to pick up whatever is under it. Small 
Kirby dolls give you one extra life, but 
big Kirby dolls give you two extras! 





When Kirby loses his last life, the game is over. On the 
final screen Shown to the right, select either CONTINUE 
(ta continue from the Level where Kirby lost his last life) 
or GAME END (to start at the beginning again). 


The Kirby's Adventure game pak can save up to three 

data files that contain your progress. The game will 

automatically save after you clear a stage. When you 

return to the game later after having played a few stages, 

you can pick up from where you left off by selecting the 

file you used the last time you started the game. If you FILE NAME 

want to delete the saved file, select DELETE and choose the PERCENTAGE 
file you want to delete. Then answer YES to the question GAME C 

"ARE YOU SURE?” All data in the file will be erased and you will start at the 
beginning if you use this file. When you turn the power off, make sure that you 
press and hold the RESET button to protect the saved data. If you press the 
POWER switch repeatedly, press RESET unnecessarily, or remove the game 
pak with the power still ON, you may lose some game data. 





Many useful items have been scattered 
throughout the different stages. Try to pick up 
these items, as they will give you a big advantage 
in your quest to find the Star Rod pieces! 


Kirby just loves to eat these bright red tomatoes! 
They restore his vitality completely! 


Though not as potent as tomatoes, this drink 
nevertheless restores Kirby's strength a little. 





Kirby will be invincible for a short time after he 
picks up this candy. However, the magic of the 
candy will not protect him from a fall into a hole. 


This will increase the number of extra lives Kirby 
has remaining. 


Warp Star 
This object does not grant Kirby any special 
rewards, but it will transport him to a new part of 
the stage. The warp star also appears in the warp 
stage (see page 12). 


Star Rod 
| === : 


When Kirby defeats Dedede's friend at the end of 
each level, he can clear that level by picking up 
the piece of the Star Rod. He must gather all 
seven pieces of the Star Rod in order to return 
peace to Dream Land. 
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H's easy to learn the basics of Kirby's Adventure in the relatively 
tame Vegetable Valley. The boss of this introductory Level, Wispy 
Woods, should be familiar to you from Kirby's earlier adventures! 





























Ice Cream Island | 
Since the small islands in this level аге surrounded by the sea, the 
key to success here is skillful swimming! You can also look 
forward to running into many new enemies with new special 
abilities for you to steal in this level! 





Butter Building 
It's a long and adventurous climb to the top of the Butter Building 

tower! Your reward ls a challenging battle against two of Dedede’s 
toughest buddies on the top floor! 





Grape Garden 
From the top of the Butter Building, you can reach the huge Grape 
Garden in the clouds. High-flying action is the order of the day, as 
the enemies here are accustomed to зена! attacks from their lives 
in the pleasant, fluffy clouds. 

Yogurt Yard 

Just when you thought you'd reached the top of the world, you'll 


find yourself hurled down into the heart of a maze of mountain- 
piercing caverns! 











Orange Ocean ~ 

It you didn’t get sea-sick in Ice Cream Island, you had better hold 
your breath for this levet! Set sail for adventure through a world 
with a nautical theme inhabited by some of the toughest enemies 
you've met yet! 








Welcome to Rainbow Resort! 
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e1 you think it will be too tough to 
continue with your curre ality 
taval, check out the Museum or 
Arena. Ramonibor that you will hava 
to fight for your power-up in the Arena 
carefull 

* The game рак will automatically say 
you haye reached, but Ifl not воме tha 
number at lives you has Your special ab 
score or rem 
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on the Level Map, you have not found 
ev ina ame (see page 11); 
doors white and see what happens! 











COMPLIANCE WITH FCC REGULATIONS 


This equipment generates and uses radio frequency energy and if not installed and 
used properly, that is, in strict accordance with the manufacturer's instructions, may 
cause interference to radio and television reception. It has been type tested and found 
to comply with the limits for a Class B computing device in accordance with the 
specifications in Subpart J of Part 15 of FCC Rules, which are designed to provide 
reasonable protection against such interference in a residential installation. However, 
there is no guarantee that interference will not occur in a particular installation. If 
this equipment does cause interference to radio or television reception, which can 
be determined by turning the equipment off and on, the user is encouraged to try 
to correct the interference by one or more of the following measures: 

— Reorient the receiving antenna 

— Relocate the NES with respect to the receiver 

— Move the NES away from the receiver 

— Plug the NES into a different outlet so that control Deck and receiver are on 

different circuits. 
1f necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions. The user may find the following booklet prepared 
by the Federal Communications Commission helpful: 
How to Identify and Resolve Radio—TV Interference Problems. 

This booklet is available from the U.S. Government Printing Office, Washington, D.C. 
20402, Stock No. 004-000-00345-4. 





WARRANTY AND SERVICE INFORMATION 
90-DAY LIMITED WARRANTY 


prole mal ^ | AUTHORZED MINTENDO 
SERVICE 


S0-DA Y LIMITED WARRANTY 
Nte я ine, Commenda 
nak be in 


тесиги thes 
вартас 


1 DO NOT ret 


sich: egal паб, й 
зар 
10 your ya 


vice E Re 





